







COMMODORE LOADING 

Insert disk and type LOAO'" l ,8v1 (RETURN] 


ATARI ST LOADING 

Scot up Wing DISK 1 (swilet! on the consular. insert Disk 
t Into Ihe Grtve. and sw*ch The computer back cm|. Whan 
P ga lai e«augh imp (he game ydu will have to swap 
Dte* 1 for Disk £ l jux) Vtcfr VWH ■ watch iov the prompts. 


GETTING STARTED: COMMODORE 
Control Is by Joystick only, Press FIRE Or Joystick in Part 
2 lo select one player game, or press fire on Joystick in 
Pofl l tor two player game. Then use Joystick to select 
your Character, Ricky or Mary. You will have lo wail for the 
first pert OF Level l to load. Extra conlrots are... 


RUNfaTOP - FAUSf 
F3 ■ M J5IC OFF 


F5 - MUSIC ON 


Press S during the True Screen lo s»w? high sce*e to disk. 
GETTING STARTED: ATARI ST 
Player 1 uses a Joystick plugged into the Joystick Port, 
Player 2 can use either another Joystick plugged into live 
Mouse Port, or the keyboard controls Displayed net the 
screen. When prompted!, choose between a one player or 
a two player game, then select your charadBf[s|. Level 1 
wi then load. 


PLAYING 

Play either on your pwft, or it a iWo player team. Each 
Level has two parts... 

Part 1i ■ The tima bcmfo rws Mtl YrAA c^ecTive is So 
rescue you 1 trapped dOmridfrS from ft» sowki.i Complex, 
then escape via Ihe Exit - the '.vtiUji ijatefid:ng yourseil 
against the hideous holies - i*nd w®h Or#y p short 

time before the bomb 0 # 


You sLart amied with a basic Shot busier, bj. ■sCadffTBd 
around Ihe complex are weapons pays FrCvrt which by 
touching them, you can change to other whfcpims ■ LftSJr, 
Bomb, Flame Thrower or Fire Ball, plus (Aiatf S-T Qf&J 
Option - a prolectNe droid that guards youf re-ar end ffe£s 
backwards There gre MAP points which, wbffl SOVCfretl 
Hash up a n»ap cd the oompex, showing tw idcAto 
your remakUng comrades. mere are afett £wn» Iky *, 
marked w$h a ? that you tan touch for etftr? pdfr.ts- 
On each Level the complex Is totally diffcveM - you flrt&y 
have DO run along causeways or watch l^r htSes hit ihe 
Hoot! 

The EXIT will not Open lor you until you have rescued ihe 
required number or DOmraoes (Indicated by the Comrade 
Counrter - a row d heads In Ihe scare panel). Once 
through the EXIT you go on to Pari 2. 

Part 2 - At the end Ol «Ch Level you wiH have 10 tackle a 
huge and grotesque monster that you must desiryy. soil 
wUhki a lima limfi, belpre you can proceed. There Is a 
different ortf on each Level - each wflh its Own w#verable 
p^US. and each with its own bizarre method df aWack! 

You enter Pan 2 wkh the weapons that you brought with 
you Trom Part 1 k and it Is Sways best to lice the big aliens 
carrying me best weapons possible 
It you succeed. IhEr next Level will load irt If you tail you 
must start back an Level 1i. 
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